All items on this page are avail- 
able fro 
Games Workshop 
15 Bolingbroke Rd. 
London W.14 


USED GAMES 


Barbarossa (SPI) £1.75 
Flying Circus (SPI) £1.50 
Guadal Canal (AH) £3.50 
Korea (SPI) £1.75 
Mediterranean (Parker) £1.75 
Pokol (Ariel) £2.00 
Speculate (Waddingtons) £1.50 
Stockbroker (Intellect) £2025 


grower: Sword @ Sorcery wargaming 


wiles. Three booklets 


y & Drage aS coped, |, Beeoed 


Tactical Studies Rules 
GHA INMAIL — Rules-fér medieval\miniatures — £3.05 
| GREYHAWK - Supplenent-Isto DED - £3.05 
- Fantasy board game — £7.65 


Sorcery duel (complete game) 
| £4.60 


ail ai assert space game — $3.65 
- ECW miniatures rules 


15p 


Oerober 1975 


| 
| the newsletter from games ae 15 bolingbroke road london w14 


Totopoly (wWaddingtons) £1.25 

| = £1.8 

Bis meek ae | > |Itroke (Vio-Toy) £1.50 Fora rat mvoustinenr \ | 
BOOT HILL - Wild West miniatures rules — £3.05 Tycoon (Gordon McKay) £2.50 FOR SERIOUS 5 

|| BAPIRE OF THE PETAL THRONS - eee PLAYERS — 0K 2 
BAPIRS OF THE FETAL THRONE only £15225 Grunt £1.00 pes 
PANZER WARFARE - Rules for micro-warfare - £2.45 ||Year of the Rat £1.00 N 


Desert War (Unboxed) £2.00 
Red Star/white Star £2.00 


TRACTICS — WWII miniatures rules (3 books) -£6.10 
TRICOLOR — Napoleonics rules — £3.05 

NULTI-SIDED DICE SETS ~ for D&D etc. - £1.55 

THE STRATEGIC REVIEW - TSR's newsletter - 30p ea. 


Good game this; the Americans have a knack for com- 

ing up with them. It was invented by a Masters grad- ri mM 
uate in Finance, Jim Koplow who, fed up with the 9 

to 5 world, turned all his efforts to producing and 


marketing his own game. The result is 
Organized Crime. pt ie 
Players take the roles of big-time ; racketeers end attempt simply to 


Please add 50p p&p on all orders 


INFINITY 


All prices include p&p. Stocks of most of 


"Recreate the heavens and the earth" 


the fantasy items are in at the moment; the rest S 3 survive in the game's gangland world /y of dirty dealings and double-cross. 
are on their way. Orders for items in stock are ||"5 Teviewec in G&P 36. The pieces are Equipment consists of 4 sets of owl : | wooden pieces: 20 small (Hit-men) 
Ssually dispatched within 7 days. works of artl and 1 large (the Boss) - also money, and 4 sets of cards (Power, Corrupt c 
£3025 ince pep Official, Mistake and Penalty cards), weasel dice, rules and a board. The whole 
lot comes in a sturdy, Waddingtons : sized box. 


3rd Millenia Games 


As reviewed in O&W 8: 


The board displays a circular track with an inner and outer ring along which 
the Hit-men move. At 4 points along the inner track are the Home Bases or 
starting points for each player (it's a 2 to 4 player game). Around the outside d the track, and 
separate from it, are indicator spaces for Income Properties, Towns and Corrupt Officials, 


Railway Rivals 


As festured in O&W no.6. Players build, op— 


erate and extend competing railway systems. Shiloh £1.60 z : 

36p + 8p p&p per kit. Games available are: Operatiom Market Garden £2650 which are used to mark a player's interests in rackets and corruption. The playing tracks 
Poor Bloody Infantry £1.60 are divided into 52 squares which Hit-men land on as they move around the board, and each 

1A - SE Wales 1G = Central Scotland |}, 550, Space £1.60 of which gives a player the opportunity to do one of a number of interesting things. 

1B - Londorm to Liverpool 1J — Mersey and Humber Eowine i £2.50 The Hit-men are the pawns of the game. Each player's Boss is placed in his Home Base at 


1D - New York to Chicago 


Railway Rivals Handbook — Covers kits 1A — 1D 
18p + 8p p&p 


the start and remains there throughout the game. Hit-men, though, can do various things. 
They may travel round the board and/or bump off other pieces; they may sit in their own 
Home Base ready to defend against surprise attacks on his Boss (once a player's Boss is 
eliminated, he is out of the game); or they can be used to mark e player's ownings. As the 
number of Hit-men is limited to 20, players must use their pieces wisely. 

= : , ; ayes The run of the game is vaguely like Monopoly (in that you throw the dice and move round the 
Peninsular War - Yellington's campaigns in Port- [Joey Co let, £1.00 board - but you have much more control over movement and can usually land on any sort of 
ugal and Spain, 1808-14. 36p + 8p pep BES - square you're aiming for) and has elements of Diplomacy (secret deals, alliances and stab- 


See O&W 7. mMmeRC ena R [ in-the-back techniques are the essence of the game). Basically, by moving round the board, 


Peninewlar War Book - 30p + 8p pip Gane of bribery and corruption An ee eee eect oe TN lances pamceeine auton 
war-torn 16th century Europe, where Bedarra ieee Rae My OTOP) CR ah ae tle oe 


The Pennine War ~ Imaginary conflict between 1-5 players try by skill and cunning Beses: 


[Tancashire and Yorkshire. As featured in 0. x = 4 However, the securing of money-earning interests is not as straightforward as it sounds. In 
ea ae Rete to epee et Oc includes order to enter any particular Town or racket, a player must gain the approval of the 'National 


Commission!, in the form of a favourable majority vote. The National Commission is 


As reviewed in O&W 8. Table top space 


War Games 


continued page 7 


Organized Crime 


Game of big-time racketeers as reviewed in 


OWL & WEASEL is Games Workshop's monthly miscelleny of misconstrued mutterings on the 
general games scene. News, views, articles and comments are invariably of a very low 


Scottish clan battle game as featured 
in Games & Puzzles 33- Complete with 
map, counters, rules and dice. 

i€1.15 ince p&p 


WwW 9. e . 3 
08 £5.99. inc. pap standard when written by the members of Games Workshop who are still Ian Livingstone, 


John Peake and Steve Jackson. 


EBIORIAL MONOPOLY (orwhy | hate Mayfair) 


\t Last we arc|'abie \to\confirm that Games Day is definitely on. Seymour Cae .ci heymoue enloy able: paiilts/ a OUr a enor nd ja OTe ue, senate a enved ante ds 1a 
Halls goin /tb] wibkeus an historic event (we hope) in the stagingyof tic travels is the opening of the accumulated mail lying around the hallway. One of my 
the first sapesvday \Gver to be held in London, We intend to advertise letters was, much to my surprise, one from Waddingtons informing me that I had qual— 
the Sven’ GRE in BRE ROnenERtE cd Sannviesten cere enti ame ified for the finals of the British Monopoly Championships. Yippee! So, Monday 22nd 
imaginataonythey? will attend in great numbers to find out all about we September at 10.30am saw Steve in his Owl & Weasel press reporter's outfit and I mar- 
games adjots. We have alréadyimeceived many offers tof help erom ching confidently into Fenchurch Street Station. I was determined to prove that I could 
Weasel readers to whom we cially ineliani¢e Gamdllwee) (tlre sane throw dice as good as anybody and Steve was as equally determined to get a free lunch. 
soon concerning your required duties; we'll make you dogs work! We Platform 3 must have looked a strange sight to the passengers of the incoming trains 
ane trying toslet stalls to a €ross section of games manufacturers/ with 240 people rattling dice in enamel mugs as though their lives depended on it. My 
Socisties/Shops(SU/as/not to turn it into yet another war games meet. table was number 18 and on sitting down I immediately tricked my fellow players into 
Ane aOee neste nen anche thinking that I played fair by wishing them all good luck, but, as soon as the game started 
: 2 I thought I'd catch them off-balance by offering them all free Owl & Weasels to let me 
Things have been a little heetie around thé workshop of late with win, When the laughter died down and we could hear the trains again we got down to the 
Steve's temporary absence, | He deeidedthat it would be impossible to do serious business in hand and I soon realised that throwing dice was not my forté after all. 
a teacher training course, fum’a Diseo, climb the north face oftthe The game was being played on a time basis i.e. the winner being the player with the most 
Liger, run a games socicty and cycle to Bombay and back each month as SNL SSG TOS ae ig ap aT a ee 
pas ; i ut then, suddenly, like a thunderbolt from the Heavens, the words "c'mon the Workshop 
Meigs Droducngy che Wengen (anerecisr coves pre an al boomed and echoed across the station. I looked in the direction of the voice to see the 
It doesn't seem long ago since I last moaned about postal rates going obviously unimpressed face of Steve staring fiercely at me, his 'Scoop! forehead visor 
Me, ceeuciglr Eniameyand here we’are again. Second Clicetgcaemmamenn pulled low over his eyes to add to the intensity of the situation. I felt ashamed. What was 
mow makes subscriber Weasels 2ip per iasue — welll stand eheyeemey but I doing wrong? Where were the double sixes? Just then the television cameras zoomed in 
it's still a lot of money. Good old Post Office, perhaps we'll soon be on our table and, being the vain person that I am, I just had to do better to impress the 
giving them a monthly moan the way things are going. viewing millions (did you see me on the nine o!clock news?). The dice rolled, the deals 
were pulled off and my opponents obligingly landed on my hotels. With half an hour to go 
Special’ thanks this month(¢o Shani Kine and Jennie Tosti mnbCe there were only two of us left - the four others having cracked up under the strain. With 
whose typewriters and nimble fingers we would certainly not have been one minute to go I was approximately £3000 ahead of my opponent and so, with my last 
able to get this issue out on time — typewriter problems, don't you throw of the game, God decided in his infinite wisdom that I should land on Mayfair with 
know. By the way, there isn't any prize for guessing how many different its pretty little hotel which meant an effective cash change-over of £4000 - my loss and 
type faces we!ve used this month — it's all part and parcel of our his gain of £2000, Bong went the gong and after a recount I heard that I had lost by about. 
typewriter problem. However, normal service will be resumed next month £450. How nice. The winner and I shook hands, eventually, and I wished him d¢dd well 
and so don't strain your eyes in the meantime, better still, don't for the next round. : : 3 7 
read this issue. The temptation to jump straight off platform 3 into the incoming 2.13pm express from 
ff Southend was strong but Steve quietly reminded me that I still owed him a debt of £3 
Dene ae an. and as I did not have my cheque book with me how was I going to pay him back? As I had 


ae made no provisions for such an eventuality in my will, I accepted his argument and so 
we trudged off back to the Workshop in silence. I slept well that night and dreamed of 
murder and things thereto related. 

Not being able to take such horrible defeat in the traditional British fashion of a stiff 
upper lip and a straight bat, I elected not to go and watch the final game the following 
day. This was held in the s@lubrious setting of the Grosvenor House Hotel, Park Lane 
no less and the décor clashed violently with Steve's donkey jacket. The four finalists 
were David Llewellyn (my own conqueror who, despite my commissioned hit-men, was 
still alive) Sara Rosen, Stefan Adamek and Ken Jones. Steve later informed me that 
the final was something of an anti-climax with one person in control throughout. The 
game started at 12.15pm and by 1.20pm David Llewellyn had dnpped out closely followed 
at 130pm by Stefan Adamek. It was then only a short time before Sara Rosen conceded 
the game to Ken Jones. Sir Jack Cohen the reigning "tycoon"! Monopoly Champion pre- 
sented the British Champion with his trophy. Ken as winner and Sara as runner-up will 
be attending the European Championships in Reykjavik and the World Championships in 
Atlantic City soon after. I didn't want to go to Iceland and the States anyway, moan, 
groan, sour grapes. * HILL 


PLACE: Seymour Hall, 
Seymour Place, 
London W1. 

DATE: 20th December 

TIME: 10.00am - 9.00pm 


ADMISSION: Adults 30p 
Children 15p' 


Stalls must be booked Fy 
by Monday 1st December. "| 
For further details and/or (| 
booking form, please write 

as soon as possible. 


STALLS - DEMONSTRATION & INVITATION GAMES 


MARYLEBONE ROAD 
=| 


q 
SE 
seymour 


HALL 
UR 


Historical note. 
For those of you who didn't know, Monopoly was invented by Charles B. Darrow, an 
unemployed heating engineer from Pennsylvania just after the Great Depression. 
Having drawn the prototype on a piece of oilcloth that covered his kitchen table he 
then approached Parker Brothers who initially rejected it but then had second thoughts 
about it. Waddingtons, thanks to the initiative of one Norman Watson, then signed an 
agreement with Parker Brothers to manufacture the game under licence. Since then 
nearly 30 million sets have been sold in nearly every country in the world except 
Russia, where it is banned as a "decadent instrument of capitalism". If only they knew 
2 what they were missing! f 


ying eS players is findiny other players to play (games) with. it is 
ty ox possible; to play by post or go to a club, (what would YOU Jo if 
alone) ona | > island when your gramophone broke down...?). So, to 
Yhere are 


readers of the iJéasel!). However, 1 
interest because they depend purely 
The following version, which I cal 
considerable skill of pla the 
andy you'e; blocked! /Ityis/ nob; ori 
of more general attention. 


cards is out, move ther another way 


idely known and feel it is worthy 


Shuffle a single deck and then deal 
overlapping them as in traditional 
(this ¢ you a 'Box' of twelve 
seven face * 

as a reserve, 


row of four face-dowr. cards and three face-up, 

ience. ‘lwo more rows - four down, three up = are di 
ce-down cards) and tre devil is completed by four row: 
three cards left over are put to one side, face-down, 


ve! 
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All the building is done on the sever. piles - there are no o tside foundations. —he air 
build four piles of the four suits, King up to Ace, “he top card on cach pile is 'exposed', 
ie. 31, 65, 9D, 98, 108, 35, and 5! in wigure 1, iny visible card may be played orto the 
exposed cards, 8 onto 9, 5 onto 5 etc, if it is of the same suit as the exposed card 
the cards above it are moved is well. For example, the 2° cn be roved onto tne ith ¢ 
85, Ace of Spades, and 33 above ii, so that the AC is the new exposed exrd on that vile 
the 35 is now the exposed card on the first pile. .hen the f'ice-down cards are exposed ti 
are turned over - one at a time - and may be played or built on in the usual way, Jor e 
the 5S pile is moved onto the 63 so that the top card on the first face-down pile is turned 
over, becoming the new exposed card. 


when a space is made by clearing a complete vile, (e.r. the 23 pile layed onto the 338 
any King (plus associated pile if applicable) may be moved to fill the space. hus, 
of Diamonds and the 9S could be played into the space left by the 23 pile, in igure 1, 
exposing the 9H. \hen no further buildin possible the reserve is dealt; onc card face-u) 
in sequence on each of the three left-hand viles (or ildin: then continues until 
the game is ‘out' or 'blocked', 


pie) 
ile), 


e face-down box, so it is 


dhat about strategy? The first ain is obviously to c:pose 
advisable to trace back cach covering card to see whether it can be cleared. Yor example, 
the 4D needs to go onto the 5D, so the 8C needs to go onto 4 he 9) onto the 10 - 
the 5C onto the 6 — the Ace of llearts onto the 2, and then the 8, onto the 9, ‘mus, in 
reverse order, the top card covered by the 4) can be cleared and exposed. 


a Sores 


vontinued p. 5 


"Box 12".ee 
ature abhors 


a vacuum, but it is not always advisable to move your Kings into spaces until 


you have dealt your reserve, as new moves may be possible when the reserve is revealed. 
iowever, by moving a King, you may be able to (a) expose the box (e.g. the King of Diamonds 
plus the 95 into a space, so that the 8! pile may be played onto the 9H pile) or (b) clear 
another space (e.g, the Ling of Hearts plus associated pile moved up to a space so that the 


Jack of Clubs pile may be played onto the queen 
suits in reverse order ie. 6 above a 5, or 
as possible 
riles, the 3H on the 7S, and 65 on the 4H, then 
of resolving this set-up. 


of Clubs), If you have any piles which contain 


queen above a King etc., try to clear them as soon 
But, if you discover a situation similar to the two top cards on the first two 


you may as well re-deal, for there is no way 


++ KSNDALL JOHNS ++ 


letters 


Dear 0 & 
WANTED 


Chinese reading games player to translate and 
play Chinese games of the L'Attaque family. 


Kendall Johns — 7 Worslade Road, London SW17 
OBT 


Dear 0 & HW, 


Empire of the Petal Throne isn't really 
215.25 is it? 


Richard ¢ Smith 


++ Yes. Tht+ 


bear 0 & Wy 


I hope you continue with a regular D & D 
colum in the Weasel but can you tell me 
whether there are any D & D zines in 

existence? Come to that, how many people do 
vou know with their own dungeons? What would 
vou think about a D & D Society? Aims being 
to organize face-to-face games/campaigns (not 
running the games but just getting potential 
players together) and allowing any member to 
use a character which has already gained 
experience in any dungeons run by a Society GM. 


Jave Ross 


++ Yes, we do intend keeping a regular D & D 
column in the Weasel and yes, there is a 
magazine that deals mainly with D & D - 
otrategic Review. This is a quarterly zine 
from TSR and covers all the latest developments, 
rule adaptations, new characters etc. We've 

a load on the way and issues 1-3 will soon be 
available at 30p per issue. Your suggestion 
of a D&D Society is a great idea. I'm 

sure Graham Bucknell, Andrew Holt or Steven 
Biggs would be interested in organising such 


a Society. Please let me mow, you guys 
because, if you are not interested, then 
perhaps we could run the Society through 
Weasel advising readers, on a supplemental 
sheet, of the names and addresses of all 
D&D players. They would then be able 

to contact players living in their locality. 


IL++ 


Dear 0 & W, 


I have decided to have a shot at Railway 
Rivals regional competitions if enough 
people are interested. Basically the idea 
is that any county or city that can gather - 
32 competitors will have a contest; the 

most successful 4 of the 32 will gain prizes 
and the best 2 of the 4 will go on to the 
next round. These 2 will go on to seperate 
games to avoid collusion. Entry fee of 13p 
per person (to cover postage) and refunded 
if no contest in that area. Competitors 
must be prepared to travel and receive other 
competitors into their homes. There will 

ve special tournament rules to eliminate 

the advantage of going first and to even 

out dice throws. If any Weasel readers are 
interested please send your 13ps to me 
soonish. 


David G Watts 


++ All of you will know David as the inventor 
of Railway Rivals (see 0 & W no 6) and I 
hope many of you will want to take part in 
his competition. Keep up the good work 
David. T+ 


vear 0 & Wy 


British readers may wonder just what TSR is 
and who is behind it, Briefly, here is the 
answer: The firm was begun in late 1973 as 
Tactical Studies Rules. This year the old 
partnership was closed and we are now TSR 
Hobbies, Inc. TSR is still a small venture — 
as of this writing we are still operating out 
of my home (much to my wife's disgust!). By 
November 1975 we should be moved into our new 
quarters, for we have just arranged to purchase 
an old residence (zoned for business) on a 


Continued oversee 


Fal 


f 


Pie A; 


jythe pk 


near ist traffic is. 
It! wil ‘he our bank acc- 
gunt'w lls to furnish 


he 
davishly mind you). In 
Shes warga me rubes and war 
1 d ames, You're 
how carrying all of our titles save DON'T GIVE 
UP, THE SHIP (2nd. #dition), whieh won't be ready 
for a few weeks yet.-There are many new titles 
in the offing, but production is limited to 
available funds, so something like 6-8 per year 
will be right for 1976 as far as wargame titles 
are concerned, 
Founders of TSR/were Von Kaye (deceased January 
of this year) and myself, \le were joined by 
Brian Blume about two months after we sot 
started. This month we have added Tim Kask as 
periodicals editor and Terry Kuntz as service 
manager, Dave Arneson may join us within a month 
as research director, Don and I wargamed since 
childhood, although I didn't get inte it in an 
organized fashion until about 1963, and Don 
followed about the same time. Brian began play- 
ing in 1961 or so, although not with us. Don's 
forte was play, not design or writing, and 
administrating. Readers have probably seen my 
renblings in almost any U.S. wargame zine (save 
S&T/MOVES) or in old copies of JAKGAZRS 
NEWSLETTER, Of late I've had no time for artic's 
writing. Most of my rule designs are published; 
although only one game is (AH's ALSKANDUR TH! 
GREAT). I have some others we are considering 
and a few rules attempts too, Brian co-authored 
two of our efforts and wrote PANSsR JARFARE. Ue 
has stacks of design projects awaiting attention 
but, like me, has scant time to devote to them 
presently, Most of his writing appears in our 
zine. Tim has been busy finishing college, but 
readers of our newsletter and our coming slick 
magazine will soon become familiar with him! 
Terry is a long-time gaming opponent currently 
at work on two design projects for TSR. Dave hi.s 
two published titles and HAPS of manuscripts 
and games waiting in the wings, so to speak, 
for TSR to get into print, I am a mature 37 
years of age, while my associates are mere 
children in their 20's... 
Gf TSR's 13 titles currently available, D&D is 
still the most popular. Je are considered the 
“high priests" of fantasy, which is actually 
rather funny, for until about 1970 neither Dav. 
nor I did anything with it game-wise, and we 
have been doing historical designing since the 
nid-60's, We are all sci-fi and S&S fans thous), 
and perhaps our creation and publication of Dé 
does entitle us to the reputation after all. 
‘egardless of fantasy popularity, we still are 
quite interested in publishing good desimms fro: 
free-lance writers and on virtually any wargame- 
type subject not already covered in our line. 
0&i readers with good unpublished works should 
get in touch by all means! 


Time permitting I'11 explain something about 
dungeoneering in my next letter. 


Gary Gygax 
++ So, now you know who save birth to 


Dungeons & bragons. rom little acorns do 
mighty oak trees groWeeee IL++ 


PRESENT ARMS 775 


Southend-on-Sea on a Saturday night is 
deadly. You think you'll just go along to have 
a look round, and before you know where you 
are you've spent a fortune on Dogems, Air 
Hockey, Hamburger & Chips and Booze. The 
place is packed with East-end holidaymakers 
playing Bingo, eating Fish 'n' Grease and, 
believe it or not, still buying Kiss Me Quick 
cowboy hats. On September 20th, 21st, Ian 
and I went along to the Blackpool of the Souh 
to man a Workshop stall at the South East 
Essex Military Society's annual 'Present 
Arms! meet. 

The event was held in a school just outside 
Southend, and features displays, games, 
stalls and exhibitions along with various 
painting competitions. Saturday was a club 
day and onlymembers of wargaming clubs 
were allowed in. Quite a few of the clubs 
ran their own exhibitions in the classrooms 
(a school is an ideal place to hold this typed 
event). We rounded off the day with a 
mammoth game of Dungeons & Dragons in 
which no less than 12 people joined in, giv- 
ing Andrew Holt (the dungeonmaster ) a 
rather hectic time. Yes, I think 6 or so is 
the greatest number of players that can be 
handled by one GM. Still, you've got to give 
it to them, Andy and Steve Biggs certainly 
know their Dungeons. I was amazed at how 
they could rattle off obscure parts of the 
rules and they did well to maintain some 
sort of order in the game, despite the 
numbers. They have also developed a 
peculiar system of character selection 
which they might like to let us publish some 
time ... 

After the game, Ian & | went off for a night 
out on the pier, returning in a severely 
incapacitated state to send an uncomfortable 
night on the floor in the school hall. 

The place was crowded on Sunday, when the 
public was admitted and several interesting 
displays had been specially put on, includ- 
ing a Greek mythology game which really 
was special. All in all, a most enjoyable 


weekend. Full marks to Ken Lazenbury 
who organised the event. See you all there 
next year. 


+H SJ +H 


CECELCLEEEEEEEECECEEE 


fi 


TRIPPPLES + 


| must admit | was quite surprised by Trippples (yes, it is spelt with three pis). 
impression was ''just another mediocre two-player abstrat (abstract strategy) game!’ - but 
not bad at all. Aladdin have put out two versions of the game; one in plastic and one in 
wood, but they're both the same game. 


The 'board' is in fact a frame onto which 64 scrabble-sized tiles are placed to form the 
playing grid. There are 3 types of tile: 4 Base tiles (start and finish sites) which are 
placed in the corners; 4 Blank tiles which are placed on the 4 central squares; and 56 
Directional tiles, on which movement occurs. All the Directional tiles have 3 indicator 
arrows pointing in orthogonal and/or diagonal directions, such as: 


< 


First 
it's 


ls. 


The rules are simple and are very similar to Quandry, if you've ever played that. 
turn you may only move one square in any of 3 directions as indicated on the tile that your 
opponent's piece is on. Similarly, your opponent may only move in the directions indicated 
on the tile occupied by your own piece. Clever? Yes, not bad at all. The first player to 
move from his start to finish (diagonally opposite corners) is the winner, and movement onto 
the 4 blank centre tiles is not allowed. 


On any 


Tactics simply involve following through each possibility as fully as possible and choosing 
the best of the alternatives. For such a simple game, there's quite some depth to it, yet the 
range of possibilities on each turn are not so vast as to be unfathomable. Even lan, who 
abhors abstract games even more than | do, enjoyed it, as did a number of onlookers al the 
Present Arms meet - in fact someone even tried to buy our copy off us! If you are interested 
though, Aladdin games are on sale in most of the London shops, and Games Centre will supply - 
mail order. 

HS J++ 


ORGANIZED CRIME. continued from page 1 


comprised of all players - as you can see there will be problems (a player will not usually 
give a favourable vote unless there's something in il for him!) Each player is entitled to a 
certain number of votes on the National Commission according to his wealth and support 
from Corrupt Officials, but only very rarely will one player have sufficient power to vote 
himself in over the other players. This is where the Diplomacy comes in, as players pass 
notes and make deals in an attempt to induce other players to vote for them. After all the 
necessary negotiations, the proposer calls for a vote and the 'for! and ‘against! votes are 
counted, 

When I first played the game | had some reservations about the fact that turn-to-turn 

affairs seemed to have nothing to do with the main objective. The financial aspects usually 
have no relevence to decisions about whether a player is ripe for being rubbed out. However 
now having played it a few times, it seems that the game always develops in a peculiarly 
true-to-life manner. At the start players think very little about killing cach other off as 
they bargain for revenue holdings, but sooner or later, one player's expansion is limited by 
the holdings and/or political power of another , and assasination plots are planned. A Boss is 
lilled when another player's Hit-man lands on him after first massacring the inevitable mob 
of defending Hit-men! Bad points? Well, as with all inventor-produced games, the 
presentation is not as flash as it would have been had it been taken up by one of the large 
manufacturers. Everything is solid enough, though; wooden pieces, nice big dice, thick 
board and sturdy box. At £5.99 it's quite expensive, but | guess we're getting used to pay- 
ing £5+ for American games. Its good features, though, far outweigh its drawbacks. The 
National Commissions are great fun, the mechanics are neat, apart from a few minor com- 
plaints about some of the less important parts of the rules, the game is simple and tidy. 
Strategy depends to a large extent on building up good relations with other players, |lve 
found that it's better to go for Corrupt Officials at the beginning (but then too much power 
turns friends into enemies) and notice that Chicago (a more valuable town) is on the inecde 
track, 50 can be reached quicker, Bearing these two points in mind, choose your starting 
base carefully. Use your Hit-men carefully too, defence is vital, and rememberthe golden 
rule;''don't trust nobody! '! 7 + SJ te 


SIANG Ch’i 
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pl to béladded 9 the much acclaimed Wargames Research Group range is Hsiang 
hii, the Chinese game /of chess, Hsiang Ch'i is somewhat different from other WRG publ ica- 
ions in that it is a step away from their traditional wargames rules and boxed games. It 


" Comties in book form together-with a small board and push out pieces housed in a wallet inside 


the back cover. | —_., 

As with our westérn/chess the game has a somewhat confused history and, because legend and 
the passing of time, it is difficult to discover its origin but there appears to be evidence 
that the game is a combination of an ancient Chinese astronomical game and the ancient Indian 
game Chaturanga 

"Hsiang ChYi, Vikevall varieties of chess, belongs to the category of war games; but unlike 
western chess, which long ago lost its concrete similarities to an actual military engagement, 
Chinese chess has retained its purpose of providing a model for armed conflict", to quote the 
introduction and | presume that Terence Donnelly, the Author, is referring to the possible 
battles over the central river and fortresses marked on the board and the addition of artill- 
ery pieces. The game is played with a set of 32 pieces, 16 per side consisting of 5 soldiers, 
2 cannons, 2 chariots, 2 horses, 2 elephants, 2 mandarins, and a general with the starting 
position as in fig. 1. You will note that pieces are printed in Chinese but on the reverse 
side the western translations, as mentioned above, are clearly marked. It is interesting to 
see movement along the intersections as in Go and not on the squares. The gap between the 


— pews — two sides is the river and the large X's indicate 
POORME OX 
ay 


the four corners of the nine point fortress. As with 


chess, Hsiang Ch'i is a game of movement and capture 
é)- / N 


with turns alternating between the two players who 
| 
7 
Ab | as 
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are allowed the movement of one piece only per turn. 
The object of the game is to put the enemy general 

in such a position that it cannot avoid capture on the 
next move, or to make it impossible for the opponent 
to make a legal move, i.e. checkmate and stalemate. 


General Strategy 


Soldiers, elephants and mandarins are the weaker 
pieces and cannons, horses and chariots are the more 
powerful and versatile pieces. Unlike chess, Hsiang 
Ch's is, in a sense, an all middle game with no open- 
ing or end game. The five soldiers are not next to 
= es one another and, therefore, are unable to establish 
| % J | | T a solid front which is so critical in chess and there 
} is, as a result, the instant mobility of the chariots 
and cannons. The only advice with regard to opening 
play is to develop pieces quickly and build up a broad 
base of power from which to attack - don't be in too 


TAS | 
much of a hurry to get over the river to attack. 


From a strong base Rabe: is only ane:way To torduee yourself thereafter and that is with 
aggression. It is the old maxim'"the best form of defence is attack'' which rings very true 

in Hsiang Ch'i. The middle game, therefore, is a fight for the centre tiles and your own 
position must be kept flexible in order to do so. If one of your own pieces is attacked then 
attack a piece of equal ranking as it's no good taking a soldier from your opponent if he has 
just taken your chariot. : 

The book itself is very comprehensive as, in addition to explaining the rules and providing 

a pull-out game, it explains the development and use of the individual pieces and also provides 
descriptions of various openings. Several chapters are given over to commentaries on some of 
the masters! classic games and these are exceptionally well illustrated. 

At £2.40 it sounds a bit expensive for a book but the quality of the book with the bonus of 
the pull-out game more than justifies the price. It is available from most games shops but 

if you have any difficulty in obtaining a copy then write direct to: 
Wargames Research Group, 75 Ardingly Drive, Goring-by-sea, Sussex. 
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Dungeons 


Dragons 


layer 

As a character you have three main objectives; to survive, to increase your experience 
(go up levels) and to become rich. When entering the dungeons of your GM it is best to 
go in a party of 4-8. Too many ina party is usually safe but unprofitable (not to mention 


Advice to the novice 


boring) and too few in the party is dangerous (but interesting... ). Make sure there is a 
mixture of character types (fighting men, clerics and magic users) in the party in order 
to be better protected against the many different types of monsters lurking in the depths 
of the dungeons. It is also advisable, if the party can afford it, to hire an elf and/or dwarf 
as they have extra abilities e.g. language versaiilily. slanting passage. trap and shifting 
wall detection, secret and hidden door discovery. 

The relative positioning of the characters walking along the passages of the dungeons is 
very important ~ fighting men, preferably in plale mail armour, should be at the front 
and rear with the magic users and clerics in between them, well protected, 

Until you have gained sufficient experience to be able to take hits. it is advisable to use 
the hit-and-run technique of tackling the dungeons i.e. as soon as enough gold has been 
found to finance a better protected expedition than the one you are on. GET OUT QUICK! 
Perhaps the most important point is to keep an accurate map of the route you follow down 
the dungeons. Without such a map it could be extremely difficult to get out again for, as 
you wander about hopelessly trying to find the exit. starvation might raise its ug!y head 
if that of a monster doesn't, 


++Andrew Holt++ 


Clerical Spells (cont. from last month) - System of Death 


A character only dies when he reaches a number of negative hits equa! to the origina! 
number x 0.03 x constitution e.g. 


Character Q 
Hits = 6 
Constitution = 10 


Therefore, Q dies when he reaches -(6(10 x 0.03)) hits 
= -1.8 hits 


However, once he reaches 0 or below he falls incapacitated and loses additional points 
each turn until he dies (unless he can be brought to a positive number of hits by Cure 
Light Wounds or something) - hence Stop Bleeding and Self Raise 
The loss of an additional point occurs every minute with a 1/6 chance for every minus 
point (roll a no. of six-sided dice equal to the no. of minus points and count the 1's), You 
can either regard 0 as a coma (needing some for of cure before he starts his recovery) 
or allow recovery but no more fighting until he reaches 1 (after two days). An additional 
point concerning the attempted raising of bodies outside of the dungeons is that the level of 
Raise Dead should increase according to the number of days dead a character is (you 
should decrease his constitution by a point per day for purposes of successful revival), 
Decreasing constitution puts a limit on how long you can attempt to raise the body before 
it is certain that the body cannot be successfully raised. However, even 1st level clerics 
will get the Raise Dead spell eventually (even if you increase the level of the spell with the 
age of the body). One nice thing about this system is that it brings Dispel! Undead in with 
the other spells meaning that you can only use it a limited number of times. A final point 
of clarification is that Undead Creation is the reverse of Dispell Undead; the Anti-Cleric 
may create 2 dice worth of any undead which a cleric of the same level could dispel (not 
merely turn away). +4Grahar Buckell+ 
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MAH JONG ear 


in this, the final part of our Mah Jong feature, Percy Kenyondescribes scoring procedures. 


Scoring 

Dragons and Winds areveakled Honour tiles. Dragons, Winds and Terminals are also called Major 
tives. The suit wiles from-2-8 dre called Minor tiles. For all Hands (this includes incom- 
plete as well as cunpfetey¥othe scoring is: 


P, . x F ees F F 

UMIWajor tiles . 4 points Great Kondyajor tiles (Concealed)... 32 points 
Minor tiles 2 points Major tiles (Exposed) .... 16 

Minor tiles (Concealed)... 16 
Minor tiles (Exposed) .... 8 points 

Small_Kong Pair 
Major tiles . 8 points Dragons ee ee 2 points 
Minor tiles 4 points Personal wind . 2 points 
Player's Double Wind 10 points Prevailing wind........... 2 points 

Player's Double wind...... 4 points 
All other tiles .......... No points 

NOTE: No points are scored for any sequence, except special bonuses in going Mah Jong. 

For Mah Jong Hands. 

1. Filling one end of a Double-ended Sequence and making Mah Jong at the same time. 

(a) 8y taking a discard . No points 

_ (b) By drawing fromthe wall ............ . 2 points 
Fiiling the only possisie p.c ? q > and making Man Jong at the same time. Sfe 
suc* pia in ‘ne middle of any sequence or at the end of a one-ended sequence. 
(a) By taking a discard .... 2 points 
~ (b) By drawing from the wall -. & points 
3. Drawing a tile from the wall which makes a Small Kong and Mah Jong at the same time. 

(a) Major tiles 10 points 

(b) Minor tiles a 6 points 

(e)}h Player's: Double: wind z<w Ye. s . deinead.. aed. zoe 12 points 

(the value of the small Kong plus 2 points for Mah Jong) . 

4. Completing the necessary pair to make Mah Jong. 

(a) By annexing a discard 
(1) A Dragon, Prevailing or Personal Wind .. 4 points 
(2) Player's Double wind 6 points 
(3) All other tiles 2 points 

(b) By drawing from the wall 
(1) A Dragon, Prevailing or Personal Wind .. 6 points 
(2) Player's Double wind ........ 4 points 
(3) All other tiles points 

One Double is given for the following hands, incomplete or complete, if: 

1. It includes a set of any one Dragon. 

2. 1t includes a set of the Prevailing or Personal Winds (except when the Prevailing is also 
the Personal Wind, when two doubles are scored). 

3. It is made up of one suit only plus Honour tiles. 

4. 1t contains three Kongs, whether Small or Great, but any 'Great Kong' must in the first 
place have been a Small Kong in the player's hand. A Pung which becomes a Kong by later 
addition has no doubling value. 

Two Doubles are given to: 

1. An incomplete hand that contains sets of all three Dragons. 

2. An incomplete hand that contains sets of Two Dragons and a pair of the third Dragon. 

3. An incomplete hand that contains sets of all four Winds. 


SUBSCRIBE 


An incomplete hand that contains sets of any three Winds and a pair of the fourth Wind. 
A 'Calling' hand containing Honours or Major tiles only. 


uF 


Three Doubles are given to calling a Heads and Tails hand. 
Three Doubles are given for all hands which consist entirely of one suit. 


One Double for Mah Jong is also given if: 


1. It contains no sequences. 

2. It contains only Major tiles. 

3. The Mah Jong tile is drawn from the Roof in compensation for a Declared Kong when the 
last live tiles of all is drawn and Mah Jong is made. 


Bonuses for Mah Jong hands are: 


1. Twenty points for making Mah Jong. 
2. Ten points added to a Mah Jong hand of all sequences (i.e. four sequences plus a pair). 
lf the pair has scoring value this bonus is not allowed. 


One final and very important rule remains to be mentioned: 


If at the completion of a game, no player has made Mah Jong then scoring is not carried out 
and only the individual scores are totted up. Mah Jong is paid by the other players the 

total number of points he has obtained, the one exception to this is that Jong having made 
game is paid double the value of his points by the other players. Having paid Mah Jong, the 
difference between the other players is paid to the appropriate players. To illustrate:- 


East Wind (Jong) (Incomplete) 104 points 
South Wind (Incomplete) 160 points 
West Wind (Mah Jong hand) 1600 points 
North Wind (Incomplete) 20 points 


West Wind receives 3200 points from East Wind (Jong); and from South and North Wind 1600 
points each. 


Jong and South Wind: the difference between their scores is 56 points in South Wind’s favour. 


Jong pays him double - 112 points. 

Jong and North Wind: the difference between their score is 84 points in Jong's favour. 
North Wind pays him double - 168 points. , 
South Wind and North Wind: the difference here is 140 points in South Wind's favour. So 
North Wind pays him 140 points. 

The points gained in total by the players is therefore: 


East Wind (Jong) minus 3144 points 
South Wind minus 1348 points 
West Wind plus 6400 points 
North Wind minus 1908 points 


Jong is an important player in that he pays and receives double. 
From the payment aspect, you will appreciate why it definitely pays for a player to scuttle 
if he cannot make anything of his hand. 


++ Thanks Percy for your fine efforts to convert us all to becomming 'Mah Jongers'. I'm sure 
many of us will now take up the game because (a) we know what it involves and (b) we can play 


for only a small capital outlay due to Percy's playing card adaptation. 
IL ++ 


NEXT MONTH: 


is NOVEMBER! 


Make sure of your monthly Weasel. Our 
subscription scheme works like this: Just 
send a cheque/P0 (payable to Games Workshop) 
for any amount over 50p. 


Each issue costs 15p plus postage. 


You will be notified when your renewal is 
due. 


